The discussion about education and technologies in the last decade has brought about a major transformation in teaching: the very idea course has been broadened to unexplored dimensions (Bates & Poole, 2003) , including Web-based activities, videoconference sessions, high-quality digital media presentations, and so forth. This has made the process of designing courses in several cases a more and more challenging and interdisciplinary process (Szabo, 2002) , one that is too complex for one person (Bates, 1999) . In some respects, teaching and instructional planning are developing from craftsmanship to a large-scale production process (Cantoni & Di Blas, 2002 
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tool for the design of education in complex or large projects. In order to explain the relevance of E 2 ML, the first section is devoted to the identification of some features and issues concerning the instructional design (ID) process through the analysis of the literature. In the second section, I introduce E 2 ML, justifying its structure from a conceptual point of view, providing applicative examples and pointing out the differences with respect to other ID models. In the third section, I speculate about some issues about the application of a language such as E 2 ML to real design practice and report some results from a first evaluation study. In the conclusion, I present a summary along with indications for further work.
COMMUNICATION ISSUES IN ID
The successful integration of technologies in educational activities is not a matter of mere will, nor is the mere decision to use technologies enough to guarantee their successful application in the learning process. When it comes to integrating technologies in education, the subject of teaching, intended as the conception, design, development, and delivery of a formative action, involves an interdisciplinary team (Greer, 1991) . The profiles in the team depend on the specific context. Generally, a team should involve "any combination of subject experts or faculty, project manager, instructional designer, graphic designer, computer interface designer, desktop editor, Internet specialist, and media producer, depending on the design of the project" (Bates, 1999, p. 70; see also Achtemeier, Morris & Finnegan, 2003) . Another example of labor division in ID is reported by Duffin and Gibbons (2001) , along with an analysis of its shortcomings. Each of these professionals makes use of a technical language and misunderstanding is a pitfall that can endanger successful development (effectiveness of communication). Moreover, it is necessary to find a trade-off between the savings due to the specialization of each activity in the process, and the costs of communication among the different actors (efficiency of communication). These problems clearly call for the definition of a standard, or lingua franca, among the different profiles involved in ID.
Other issues are at stake too: how the final learning activity can maintain its overall consistency; how to seamlessly merge the contributions of all profiles into one final product. The overall complexity of the design of instruction can be managed by assigning specific tasks to several specialists and by organizing the production process into phases, following a project management approach (Bates, 1999; Greer, 1992) . Several models of ID describe the main phases a well-structured project should undergo, summarized by the basic steps of the ADDIE model (analyze, design, develop, implement, and evalu- 
